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This study examined an integration of digital stories in teaching environmental concepts to 
preschool children aged 3-6 in Turkey. The participants were the forth-grade preservice 
teachers who used a variety of activities to implement environmental education plans. 
Structured questionnaires were employed as the main data collection tool. The Technological 
Pedagogical Content Knowledge (TPACK) framework served as a springboard to analyze the 
data. The findings of this study demonstrate that creating and implementing digital stories in 
the preschool curriculum can enhance students' learning outcomes. Also the digital stories 
can be handled as a teaching method in the preschool period. As a result, the integration of 
technology with pedagogy and content in preschool education has demonstrated the 
importance of TPACK. 
 
Keywords: Digital stories; environmental education; preschool education; preservice 
teachers; TPACK.  
Introduction 
 
The digital storytelling dates to early 1990s developed by Joe Lambert as the cofounder of 
the Center for Digital Storytelling (CDS) in Berkeley, California (O'Byrne, Houser, Stone & 
White, 2018; Robin, 2006). Digital storytelling can be defined as narratives that emerge by 
combining various multimedia tools such as text, sound, video, visual, animation, and music 
to present information through reality or fictionalizing for a specific subject (Robin, 2006). 
Meadows (2003) defines digital storytelling as a means of narration and states it as 
combining text, pictures, films, animations, and music suitable for the story through different 
software and re-arranging and presenting them. Kieler (2010) conceives of digital storytelling 
as enabling emotional interaction with content and sharing content with other people using 
multimedia tools. As an example, in education, both teachers and students can create 2-6-
minute stories with simple multimedia tools, video, painting, art, music, narration, and sound 
effects that they can use their voice (Kocaman-Karoglu, 2015).  
 
Nowadays, many educators use digital storytelling as a motivational tool to increase students' 
interest in discovering new ideas by improving their skills such as attracting attention, 
collecting information, problem-solving, and collaboration in the learning setting (Robin, 
2008; Yüksel, 2011). Digital storytelling can be a powerful method in preparing teacher 
educators. For example, the non-profit “Digital Storytelling Center” founded by Joe Lambert 
and Dana Atchley in California provides support and training on the relevant subject [Center 
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for Digital Storytelling, 2016] (Robin, 2008). Including the digital stories developed by the 
preservice teachers in their future activity plans using technology, pedagogy, and content 
knowledge will play an important role. Robin (2008) emphasizes the importance of 
dissemination and development of the digital storytelling identifying the seven basic 
principles of digital narration as perspective, striking question, emotional content, sound, 
music, economy, and speed.  In addition, digital stories do not take much time and can be 
created with very basic technology use knowledge and skills. Competencies make it an 
effective visual communication platform for preschool children (Bedir Erişti, 2017). 
 
While there are numerous studies in recent years on the use of digital storytelling method, 
especially in elementary school students' learning settings in the process of concept teaching, 
there are few studies on learning techniques of the children at the early childhood period 
(Bratitsis, Kotopoulos, & Mandila, 2012; Dinçer & Yılmaz, 2019; Kocaman-Karoglu, 2015; 
Kurt, 2018; Okumuş, 2020; Onuorah, 2020; Özay Köse & Yıldırım, 2020; Özerbaş & Öztürk, 
2017; Smeda, Dakich, & Sharda, 2014; Türe Köse, 2019, Yüksel, 2011).  
 
On the other hand, Forssell (2011) stated that teachers are gatekeepers in most studies of 
technology use in education who decide what technologies are appropriate to support learning 
and when students may use them. Teachers decide whether and how to use new technology at 
risk of failure in the classroom. Their understanding of how those technologies support 
student learning lays a foundation for their decisions. Therefore, as Schmidt, Baran, 
Thompson, Mishra, Koehler, and Shin (2009) stated, Technological Pedagogical Content 
Knowledge (TPACK) provides a valuable framework for teachers to consider what 
information they need to integrate technology into teaching and improve this knowledge. 
Using TPACK as a framework for measuring teaching knowledge could potentially impact 
educational and professional development experiences designed for both pre-service and in-
service teachers. Therefore, there is an ongoing need to rethink our practices for teacher 
education and propose new strategies that will better prepare teachers to integrate technology 
into their teaching effectively. 
 
The purpose of this study was to examine the digital storytelling activity plans prepared by 
preservice teachers to teach environmental concepts to children aged 3-6 in Turkey. This 
study intends to contribute to integrating digital stories into the teaching and learning process 
at pre-K education. 
Review of Literature 
 
Digital storytelling plays an essential role in the integration of technology by our teachers 
into classroom activities by using technology, pedagogy, and content knowledge in the 
learning processes (Yılmaz, Üstündağ & Güneş, 2017), and particularly a various level of K–
12 education (Rossiter & Garcia, 2010). In other words, digital storytelling is closely related 
to technological pedagogical content knowledge.  
 
Technological Pedagogical Content Knowledge (TPACK) 
 
Since teachers' subject matter knowledge, general knowledge, and professional knowledge 
are the essential three variables to train a qualified teacher, it is apparent that undergraduate 
education has tremendous importance (Özdemir & Çanakçı, 2005). In undergraduate 
education, preservice teachers need to combine their technology competencies with their 
pedagogical knowledge. Preservice teachers should have competencies in Pedagogical 
Content Knowledge (Shulman, 1986) and Technological Pedagogical Content Knowledge 
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(TPACK) (Mishra & Koehler, 2006). Koehler, Mishra, and Cain (2017) developed the 









Figure 1 depicts there are three main components: technological knowledge, content 
knowledge, and pedagogical knowledge. There are the interactions between various types of 
knowledge, PCK (pedagogical content knowledge), TCK (technological content knowledge), 
TPK (technological pedagogical knowledge), and TPACK (technology, pedagogy, and 
content knowledge) (Koehler, Mishra & Cain, 2017). Chai, Koh, Tsai, & Tan (2011) 
summarize the seven constructs of the TPACK framework below. 
• “Technological Knowledge (TK); knowledge of how to operate computers and 
relevant software. 
• Pedagogical Knowledge (PK); knowledge of how to plan instruction, deliver lessons, 
manage students, and address individual differences. 
• Content Knowledge (CK); subject matter knowledge about languages, Mathematics, 
Sciences, etc. 
• Technological Content Knowledge (TCK); knowledge of how technology can 
research and represent the content like using computer simulation to characterize and 
study the movement of the earth’s crust. 
• Pedagogical Content Knowledge (PCK); knowledge of “the ways of representing and 
formulating the subject that make it comprehensible to others” (cited in Shulman, 
1986, p.9). 
• Technological Pedagogical Knowledge (TPK); knowledge of how technology can 
facilitate pedagogical approaches such as using asynchronous discussion forum to 
support social construction of knowledge. 
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• Technological Pedagogical Content Knowledge (TPACK); knowledge of facilitating 
students’ learning of a specific content through appropriate pedagogy and technology 
(p. 1185).” 
 
It appears that, in order for preservice teachers to use digital storytelling as a teaching 
material, they need to have technology knowledge, pedagogical knowledge, and be an expert 
in the subject matter area to be taught. Education faculties and teacher education programs 
have a great role in providing preservice teachers with knowledge, skills, and experience 
about the methods of instruction (Heo, 2011). If one or more of these are absent or 
insufficient, the teaching materials cannot have a positive effect at the desired level (Yılmaz, 
Üstündağ & Güneş, 2017).  
 
Therefore, studies such as this are essential in determining whether the preservice teachers 
have the necessary competencies to create the digital story within the technological 




For the purposes of this study, we employed as an embedded single-case design (Yin, 2018) 
to focus on the Technological Pedagogical Content Knowledge components.  
 
Within the context of this study, Technological Pedagogical Content Knowledge components, 
considered as embedded sub-units, are defined separately within the framework of digital 













The participants of the study were 24 preservice teachers attending a state university in 
Turkey in the spring semester of 2019-2020. The criterion sampling method, one of the 
purposeful sampling types (Patton, 2014), was used to recruit the participants. The criteria for 
selection included the following: 
• preservice teachers who completed the Special Teaching Methods I-II courses and 
Instructional Technologies and Material Design course - these courses were 
prerequisites for the situation of having learned to prepare an activity plan example 
and to create a digital story-, 
• preservice teachers who enrolled in and completed Applied Environmental Education 




Several sources of data were considered for this study: Activity plans, digital stories and 
structured questionnaire. First, the participants were supposed to create an individual 
“activity plan” based on the requirements of the Ministry of National Education 3-6 Age 
Preschool Education Program (MoNE, 2013). Further, we asked the participants to use the 
digital story method to teach 3-6-year-old children the concept they would choose about the 
environment in the individually prepared activity plans. 
 
Worth noting is that the participants were familiar with digital tools. We asked the 
participants to take photos, record videos, etc., suitable for their plans. We showcased the 
software that they can use in their digital stories (e.g., iMovie, Microsoft Photostory 3, 
Microsoft Movie Maker, Storyjumper, etc.). The participants were free to choose any 
software to create digital stories (e.g., Bitstrips, GoAnimate, Powtoon, Moovly, Knovio, etc.). 
Additionally, we used a questionnaire to solicit the participants’ experiences with digital 





As previously mentioned, we used TPACK framework to analyze the data. Table 1  
demonstrates the themes and supporting content to present the themes that have emerged as a 




Several themes have emerged as a result of data analysis: (a) Technological Knowledge; (b) 
Pedagogical Knowledge; (c) Content Knowledge; (d) Technological Pedagogical Knowledge; 
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Table 1 
 
The meaning of the themes 
 
Themes Meaning 
Technological Knowledge Technologies (software programs) and contents 
used by the participants and their experiences in 
this process are expressed while creating digital 
stories. 
Pedagogical Knowledge Integration process of the activity plans with the 
digital stories. 
Content Knowledge Concepts about environmental education wanted 
to teach by the participants in their activity 
plans. 
Technological Pedagogical Knowledge Inclusion of digital stories and pedagogical 
approaches in activity plans. 
Pedagogical Content Knowledge Using the digital story integrated activity plan in 
content education. 
Technological Content Knowledge How digital stories are used as an effective tool 
in teaching concepts are expressed. 
 
Technological Knowledge  
For this theme, we present categories and codes for the digital stories, and quotations about the 




Categories and codes for the digital stories in the context of technological knowledge 
 
Category Code f 
Content need Unable to find images 8 
Finding examples in the same facial expression 
constantly 
2 
Limited types of character 1 
Software features / 
attributes 
Ease of use (not choosing difficult ones) 6 
Premium versions (Cost) 7 
Ease of access  4 
Sound adding problem 2 
Not complex 1 
Visuality 1 
Time consuming 1 
Usage experience Having a good command of the software 8 
 
 
Table 2 demonstrates that the participants develop technological knowledge in preparing their 
digital stories and are grouped under three categories. These are content need, software  
program features / attributes, and usage experience. Under these categories, the most 
emphasized points are the lack of visuals, ease of use, the need to have experience with the 
software, the cost problem, and the ease of access. The categories that emerge in 
technological knowledge and the codes associated with them can be considered preliminary 
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preparations to be taken into account in the digital story process. In addition, these important 
points emphasized by the participants are related to the problems experienced in the process. 
Some quotations that reflect the experiences of all participants presented as follows.  
 
“I had a hard time finding pictures. I could not find pictures that I wanted.”. 
“I had trouble finding the images. I had a little difficulty in harmonizing the story and 
the visuals.” 
“While creating the digital story, I was a little nervous as I had a hard time finding 
software.” 
“Since I did it in the trial version, it said during the story you prepared this video 
with a trial version” 
“This image bothered me a lot.” 
“I think it helps me get experienced. When I completed the story, I thought how I 
could diversify the event.” 
“While preparing a digital story, I wanted to choose the easiest software because 
some software is complicated.” 
“I had to make changes because I had difficulty finding pictures suitable for the 
stories I wrote. I had problems with the software I used in some parts, and it distracted me a 
lot.” 
“I think I will use it if there is a technology possible according to the situation of the 
place where I will work.” 




It was interesting to find out that all participants stated that they had difficulties in integrating 
pedagogical knowledge in the creation of digital stories. Some of the quotations that reflect 
the experiences of all participants are presented as follows.  
 
“At first I could not find what kind of plan to write. I had a little difficulty in the 
process.” 
“I prepared the activity plan after my digital story, so I had trouble connecting it at 
first.” 
 
Additionally, some participants demonstrated different pedagogical approaches using 
interactive concrete materials (puppets, etc.) and method-techniques (concept map, etc.) in 
the sections where they integrated digital stories into their activity plans. Some quotations in 
this regard are as follows. For example, one of them wanted to draw attention by showing the 
character in the story as a puppet before moving on to the digital story in the activity plan:  
 
“... The teacher asks the children's predictions about who their guests might be. By 
showing children the stick puppet of Cloud Pento that she had prepared before. She 
introduces the puppet to the children. The teacher tells the children that the puppet 
Cloud Pento has many digital stories and has brought one for you…” 
 
Similarly, another participant took a unique approach with stick puppets before the digital 
story.  S/he demonstrated this by expressing it in a section of the activity plan prepared as 
follows. 
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Stick puppet says, “kids, you have to listen to my friends very carefully to get to know 
them better. Now I will open the presentation my friends have prepared for you.” 
 
Another participant’s activity plan can be another example. S/he demonstrated their approach 
to this issue by expressing it in a part of the activity plan prepared as follows.  
“The teacher tells the children that they have a guest and shows Waterdrop puppet. 
Waterdrop introduces itself to children, says that today it brings a story for children, 
asks children to listen and think about it very well. After the water drop's speech, the 
teacher tells the children to listen to the story very carefully and chat after the story is 
over.” 
Another important finding is what the participants reported after the digital story's 
implementation:   
 
“After the story is over, children answered some questions about the story. Where 
was our story set? What exactly was the problem of living creatures in the sea? We chatted 
about the story by asking such questions.”  
“After watching the digital story, we talk about how the trees grow, why their leaves 
fall and the benefits of the trees.” 
“Together we listen to the digital story. Then, we prepared for the activity at the end 
of the digital story.” 
 
Yet another finding of this study is that technology affects the pedagogical approach and is 
often more critical than pedagogy. The following statements demonstrate this finding: 
 
“After I found the right site, I started designing my story, but the variety of characters 
that could be used for the story was minimal. This restricted the creativity in the story.” 
“I prepared the event plan after my digital story. That's why I had trouble connecting 
at first.” 
“First I wrote the story and then I thought about the design.” 
“Since I couldn't find the images I wanted, I made the story using the images I saw 




In the activity plans prepared by the participants in environmental education, we obtained 
essential findings regarding the relevant environmental concept they wanted to teach through 
digital stories. The concepts that the participants dealt with in their activity plans are in Table 
3. 
 
Table 3 demonstrates that the participants mostly prepare activity plans and digital stories in 
the concept of “dirty-clean,” which is also included in the Ministry of National Education 
[MoNE] Preschool Education Program for 3-6 Age Children. Clearly, the concept of water 
(contaminated-clean, its importance, rain, desert) is more prominent when evaluated 
holistically. Therefore, the content of the applied environmental education course, which is 










Concepts that participants deal with in their activity plans.  
 
Relevant Concept(s) about Environment f 
Contaminated – Clean (Water) 5 
Polluted - Clean (Environment) 4 
Nature (Animals, Plants, Sky, etc.) 2 
Water and its importance 2 
Recycling 2 
Trees and forests (Tree growing, its importance, etc.) 2 
Weather events (rain, wind, etc.) 2 
Animals (Bees, their habitats) 2 




The participants of this study stated that they needed to do it again in the relevant content. 
Their awareness of the environment increased, and they also emphasized real-life 
experiences. The following quotes support this statement: 
 
“I understood the value of the environment one more time while I was preparing it. I 
think this activity in my own social life helped me even think of a product that I would buy 
and throw away after consuming it.” 
“I researched various topics and concepts before writing my plan.” 
“I paid attention to using events, objects that we could link to the real-life experiences 
of the children”.  
 
Technological Pedagogical Knowledge 
 
The participants of this study adopted different pedagogical approaches in content and 
integration in creating their digital stories. The first is that the participants integrated digital 
stories into other activity plans, using various methods, as shown in Table 4. 
 
Table 4 shows that the participants used digital stories at the same rate in the 
introduction/warm-up, expansion/practice and conclusion/evaluation parts of the activity 
plans. However, it is noteworthy that they mostly preferred direct instruction and question-
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Table 4 
 
Inclusion of digital stories in activity plans 
 
Parts of the 
activity plans 
Objectives Practice 




Teaching the subject 
Attract attention 
 




Question-answer and direct 
instruction 












Exemplification and reinforcer 
Preparing for the activity and attract 
attention 


















Another important finding is that the answers to the questions in digital stories where the 
question-answer method was not included in the relevant digital stories. Some quotations of 
the participants’ experiences on this issue are as follows. 
 
“I thought there must have been places where I needed to attract their attention. I 
supported it with question sentences. At the end of the story, I asked the children about the 
information box and the story.” 
“The person who prepares a digital story should pay close attention to children's 
readiness and similar situations.” 
 “My story can be used as a reinforcement for related concept teaching or as an 
introduction to related concept teaching.” 
 
Another finding obtained in the context of another technological pedagogical knowledge is 
that the participants took different pedagogical approaches into account in terms of the 




Pedagogical approaches included in the digital story contents 
 
Pedagogical approach taken into account  f 
Not preferring music in the background 17 
Establishing cause and effect relationship 10 
Playback the digital story 6 
Giving a problem but not answering 6 
Choosing a nickname 3 
Reading the digital story aloud 3 
Preferring music in the background 3 
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Table 5 demonstrates that, while most of the participants did not prefer background music in 
their digital stories, very few preferred. In addition, some of the participants tried to establish 
a cause-effect relationship, while some chose to present the problem but not to answer. 
Similarly, the participants preferred their digital stories to be played back and to be read out 
aloud in the presentation. The difference may stem from the software, as participants’ 
experiences indicate. If the program provides convenience in audio recording, the participants 
indicated that they preferred to record and playback their voices. Although it is not included 
in the purpose of the study another critical finding draws attention. Some of the participants 
have different comparisons on whether the stories are in print or digital. Some quotations that 
may reflect the experiences of all participants on this issue are as follows. 
 
“When a storybook about the concept is not available, we can easily create our own 
story thanks to the digital story.” 
“Stories presented to children should not always be given from the book. Teachers 
should use different techniques. We need to use the technology in every field in our age in 
storytelling.” 
“If a story is to be read to children, if children should see, touch and feel that story, I 
think the digital story is lacking in this aspect.” 
“I do not find it right to constantly use digital stories in activity plans. I find it more 
correct for children to touch the book and feel the pages.” 
 
Pedagogical Content Knowledge 
 
The participants of this study clearly state that digital stories will be an effective method for 
using the content of the digital story integrated activity plan in the content instruction. Some 
quotations that will reflect the experiences of all participants on this issue can be presented as 
follows. 
“There are not many different activities that we can use in concept teaching. There 
are plans in the same style for a concept, so by designing such different activities, we 
both attract the attention of children and ensure that children acquire new and 
different information in different ways.” 
“I can implement my plan and make adjustments based on the feedback I receive from 
the children, in line with the children's interest and attention. It makes me happy to 
present something I have prepared myself to children instead of ready-made activities 
and I can improve myself with the feedback I receive from them.” 
“I can easily use new digital stories in teaching different concepts.” 
“I can make arrangements in my school or classroom according to the appropriate 
environmental conditions.” 
 
Technological Content Knowledge 
 
The participants of this study stated that digital stories are more remarkable in teaching 
concepts. Some of the participants’ experiences on this are as follows.  
 
“The digital story made it easier to teach many concepts and also made my activity 
more enjoyable and easier while teaching the related concept.” 
11
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“Children often complain that they cannot see when reading a storybook. But since 
digital stories are not such a problem, children can pay more attention to the story.” 
“I can improve myself and write stories about different concepts for children thanks 
to the program.” 
 
 The findings of this study underscore two important points. First, it is essential for 
preschool teachers to have the necessary TPACK knowledge and skills in developing digital 
stories. Secondly, the following distinct components should be taken into consideration in the 
process of implementation of digital stories: the affective outcomes such as the increase in 
motivation of the participants, being happy, having fun, and being proud. Some quotations 
that reflect the experiences of all participants on this issue can be presented as follows. 
 
“An activity that requires comprehensive thinking and planning, it was a bit tiring 
and stressful process as thinking every step requires mastering every field.” 
“I had difficulties, I was a little tired, but when I looked at the activity and digital 
story I created, I was happy” 
“But after figuring out the software I used a little more, it was fun to create my own 
story.” 
“While preparing the digital story, I had difficulty in preparing the story content, but 
preparing the digital story was an enjoyable process.” 
“At first, I was very worried… The construction phase was a lot of fun for me. During 
the recording, I had even more fun. In places I could not do, I laughed at myself, saying, 
‘Come on, we are starting again.’ ” 
“But when I finished all the preparations and finally watched my story, I was happy 
telling myself I did this.” 
“I was excited while preparing the activity plan and also wondered.” 
“At first, I was excited to think about and find the story I was going to write for my 
concept and to be able to reflect it because it would be my story even in the digital 
environment, and it was exciting and happy to think about it.” 
“While I was preparing my activity plan, I realized that I had been away from the 
beauty of nature for a long time.” 
“It was a challenging and thinking process. But in every sense, it was a developing 
and instructive process.” 
 
Discussion and Conclusions 
 
Considering the findings of preservice teachers' views, there are similarities with the 
literature (Bedir Erişti, 2017; Turgut & Kışla, 2015). That is to say, the preservice teachers 
stated in their views that the digital story creation and implementation process is effective for 
preschool children and that there are advantages for effective learning with such practices. In 
this study, the result of technological pedagogical knowledge also is similar with some basic 
principles (perspective, striking question, emotional content, sound, music) stated by Robin 
(2008).  
 
Preparing digital stories and activity plans individually is a useful method to motivate 
preservice teachers and stimulate learning (Yang & Wu, 2012). As a result of this study, the 
preservice teachers stated that the digital story is more remarkable in teaching concepts that 
match up with the literature in this dimension. In this study, the practices and views of the 
preservice teachers clearly show that the digital story creation and application process on 
different concepts in the preschool period can be handled as a teaching material and method 
12
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(Yılmaz, Üstündağ, & Güneş, 2017). Similar to this, another research showed that preservice 
teachers’ opinions pointed out some difficulties in the digital story creation process and 
emphasized the positive contribution of digital storytelling in educational settings (Çetin, 
2021). 
 
Another result emerging from this study is that preservice teachers emphasized the lack of 
visuals, ease of use, the need to have experience with the software, the cost problem, and the 
ease of access. Similarly, Özüdoğru and Çakır (2020) pointed out that the preservice teachers 
had difficulty in using the software.  
 
The preservice teachers stated that they would use the activity plans they prepared in this 
study when they start teaching. This can only be supported by the preservice teachers' 
qualifications by experiencing a pedagogical change in their field experiences Daniels (2013) 
stated. Çetin (2021) also concluded that digital storytelling could improve preservice 
teachers' teaching skills. 
 
In this study, preservice teachers stated that however exhausting and intense a process, at the 
end of this feeling happy, having fun and being proud were observed. These findings are 
similar to the results of other studies about this content. Yigit (2020) also concluded that 
positive effects of digital storytelling process on their motivation. Karataş, Bozkurt and Hava 
(2016) found the same results; the participants stated that digital storytelling had positive 
effects in increasing their motivation. 
 
As Tuithof, Van Drie, Bronkhorst, Dorsman and Van Tartwijk (2021) pointed out, to develop 
and carry out teaching strategies, Pedagogical Content Knowledge is seen as the 
transformation of content and pedagogical knowledge into a different type of knowledge.  
Furthermore, with this study, the integration of technology with pedagogy and content in 
preschool education has once again demonstrated the importance of Technological 
Pedagogical Content Knowledge that Mishra and Koehler (2006) put forward. In this context, 
we can say that Technological Pedagogical Content Knowledge should have a place in 
undergraduate education, considering that undergraduate education has great importance in 
training qualified teachers, as stated by Özdemir and Çanakçı (2005). 
 
One of the points emphasized by the preservice teachers in the context of technological 
knowledge is the fact that it is time-consuming regarding the software feature, and time 
constraints can be mentioned in parallel with the study conducted in digital storytelling 
activities (Gakhar & Thomson, 2007; Karakoyun, 2014; Kocaman-Karoğlu, 2016; Robin, 
2006). Gürsoy (2021) stated that pre-service teachers considered digital storytelling had 
disadvantages since it was time-consuming and required technological knowledge. Also Tatlı 
and Bayramoğlu (2015) stated that the content knowledge of the preservice computer 
education and instructional technology teachers was sufficient in their digital story 
application processes and concluded that digital stories offer a flexible learning environment 
and are an entertaining application. In the context of technological knowledge, the need for 
content emphasized by the preservice teachers, program features / qualifications and usage 
experience / experience can be considered as preliminary preparations to be taken into 
account in the digital story process. 
 
In this study, it is possible to see the following results in the light of activity plans and digital 
stories examined in the context of Technological Pedagogical Content Knowledge 
components. First, technical competence and equipment significantly affect the process while 
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preparing digital stories. It is noteworthy that the choices regarding the pedagogical approach 
find direction/change considerably depending on the content and usage of the software. We 
can say that technological knowledge guides pedagogy in creating digital stories and activity 
plans in the light of the results of preservice teachers' desired concepts in digital stories and 
their readiness for them. In addition, affective factors emerge depending on this competence 
and equipment. When the preservice teachers are technically insufficient, this situation 
weakens them affectively (motivation, happiness, self-confidence, etc.). Secondly, when 
digital stories are implemented within an activity plan, they can be supported by additional 
pedagogical approaches (applications such as puppets, trip organization, and concept maps). 
Thus, preservice teachers emphasize that it can be more effective. For example, a preservice 
teacher stresses that this approach can be practical, stating that “I aimed to support children's 
learning by doing and experiencing and reinforce the concept I want to teach by organizing a 
trip after the digital story in my activity plan.” Third, with this kind of study, preservice 
teachers can pass themselves through a self-assessment of both content and pedagogy. This 
can indicate that it is an opportunity to improve and keep the learners up to date with the 
digital story creation process. Fourth, the preservice teachers were quite insufficient to 
include pedagogical approaches in the content of digital stories. As can be seen in the 
findings, they applied very few methods and techniques (direct instruction and question-
answer, etc.) and implementations (causation, page-text consistency, etc.). This result clearly 
shows the necessity of developing pedagogical approaches in digital story contents. Finally, 
digital stories are noteworthy for children and thus can be an effective method for teaching 
related concepts or concept teaching. In addition, it can be considered as a significant result 
that such an application offers alternative ways to the users in introducing new concepts. In 
light of all these results, considering the components of the Technological Pedagogical 
Content Knowledge, teachers should prepare a digital story and integrate it into the learning 
process with a holistic approach. Additional studies in this area may focus on longitudinal 
studies, which ascertain if the teachers consider the components of the Technological 
Pedagogical Content Knowledge and digital story as a means for concept learning within 
their classrooms. 
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Structured Questionnaire Form 
 
After you have prepared the digital story and activity plan, you need to answer the 
following questions. You are supposed to submit your activity plan and digital story 
together with the Word file containing the answers to these questions. 
• What did you pay attention to while preparing the activity plan? For which age 
group did you create your plan? Why? 
• Why did you choose the relevant concept in the activity plan? 
• Explain why you used the relevant software in the digital story you prepared for 
your event plan. 
• Explain and describe the digital story-making process in the activity plan. 
• What would you change in your activity plan if you wanted? Why? 
• While preparing your activity plan, explain what you think about using the digital 
story in concept teaching. 
• What did you feel while preparing the activity plan (thinking about each phase)? 
• When you become a teacher, will you use the activity plan and the digital story you 
have prepared to teach the relevant concept? Why? Explain.  
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